The objective in this research is to analyze inferential comparative advantages between the use of multimedia and print media to improve student soft skills. The study uses a quasi-experimental with pretest-posttest nonequivalent control group design. The population was students of S1 Accounting Study Program in their second semester who were taking Introductory Accounting courses 2. Sampling was done by simple random sampling. The data collected through observation methods and assignment values. Data were analyzed by descriptive statistical techniques and inferential statistics uses analysis of covariant (ancova) with pretest score as covariables. The results showed, the average of soft skills the experimental group is 24.49, higher than the control group. The results of the ancova test produce a statistical value of F of 5,400 with a significance of 0.023. This shows that after being controlled by the pretest covariables, there are significant differences in soft skills between the experimental groups that conduct learning with multimedia compared to the control group that conducts learning with conventional media (print media). Students who are given learning using multimedia have better soft skills than students who are taught using print media. The amount of adjusted R square value of 0.470 means that the variability of soft skills can be explained by the variability of learning media (multimedia) as much as 47.0%.
Introduction
In the industrial revolution era universitiesare demanded to be able to adopt technology within its learning, from curriculum reorientation, hybrid/blended learning, and long life learning. This industrial revolution era also generates new literature that has to be mastered by young generations, which are data literature, technology literature, and humanities literature. Students have to be capable in utilizing and processing data, implementing it into technology and comprehending how to apply that technology. Furthermore, humanities literature teaches students to be able to function and interact well with fellows as well as their environment (Belmawa, 2018) . For those purposes the utilization of technology in learning is something that has to be endeavored consistently in order to generate various skills needed in working world.Hard skill is not the only one needed, soft skill also matters. One of the learning media that adapts technology development is multimedia. Multimedia is one of thecomputer based learning media that combines a number or media such as text, picture/animation, audio, and video. Material delivery in the form of multimedia will provide good impact upon students. Multimediaenticement can motivate and bring satisfaction towards students. This is due to the fact that multimedia is a computer aided learning system that is capable of saving data, generating creations and presenting information through a combination of picture text, audio, animation and video so that information can be designed to be more lively as it can show factual as well as contextual elements (Baharuddin andWahyuni, 2015) .
Learning result escalation as one of the learning process success is indeed becoming an expectation for both lecturers and students. Indicator of learning result escalation at university can be visualized from the increase of students' Grade Point Average (GPA). High GPA indicates that students' hard skills are good. Unfortunately research finding stated that only 20% of one's cause of success determined by their intellectual intelligence (IQ/hard skills) and 80% was a part of other supporting factors, including emotional intelligence/soft skills (Ghozally, 2005) . Based on a tracer study conducted in Bachelor Accounting Program Undiksha, it was found that numerous graduates have not been absorbed maximally into working world. Aside from that, only a small number of graduates actually worked as accountants, such as public, government, educator or private accountant. This indicates that students were not capable of maximizing their skills, either hard skills or soft skills. The importance of soft skills as a success contributor motivates civitas academica to perform development followed by multimedia implementation in learning in order to enhance students' soft skills. A research conducted by Sinarwati and Herawati (2017) has developed an accounting learning multimedia by reason of material comprehension inequality phenomenon amongst students. This inequality does not solely affect learning result, it also affects students' confidence, participation, honesty, creativity and willingness to learn. In short it can be said that those problems occur due to students' low soft skills (Sinarwati and Herawati, 2017) . This condition requires lectures as subject's custodians to be consistently creative and innovative in order to increase students' soft skills; one of them is by implementing multimedia in accounting learning.
One of accounting learning that requires special attention is Accounting Introductory 2. This is one of the finance accounting subjects that is expected to be able to introduce basic concepts upon posts in balance sheet.To introduce and provide comprehension to beginners is not an easy thing. This has caused students who are non-accounting high school graduates for example science major high school graduates experience obstacles in Introductory Accounting course. This condition has made students, especially those who were non-accounting graduates, to be lack enthusiasm if not apathetical attending classes. This demands a method or learning media that is interesting so that basic accounting can be introduced as the comprehension foundation in advanced finance accounting to the maximum.
Alongside with that, development of accounting learning multimedia takes part in supporting elearning as well as blend learning that is being developed nowadays in various universities. In 4.0 industrial revolution era universities are expected to be able to create human resources that are innovative and adaptive towards technology. One of them is to conduct technology based learning media development such as multimedia. The utilization of multimedia in learning can provide some benefits. First, multimedia can be utilized to assist learner in shaping "mental mode" that will enable them comprehending a certain concept. Second, the utilization of multimedia can increase learning motivation, because multimedia makes learning presentation become more interesting. If learning motivation increases due to the fact that learning is done happily, then it can be stated that the utilization of learning multimedia not only increase hard skills, it also increases students' soft skills.
The virtue of this research compared to similar researches that have ever existed is that this research tested learning media that was not only expected to increase learning result (hard skills) but more importantly the multimedia that will be developed through this research is endeavored to increase students' soft skills.Students' hard skills and soft skills enhancement will provide positive impact towards university and the entire of its stake holders.
The Definition of Multimedia
Learning is a process to create a connection between something (knowledge) that has already been comprehended and something (knowledge) new. From that definition then learning dimension comprises some elements, which are: (1) connection creation, (2) something (knowledge) comprehended, and (3) something (knowledge) new. So the meaning of learning here does not begin with something that is completely unknown (zero), but it is more to the interconnection of existing knowledge with the new one(s). Learning is a complex human activity aspect, which cannot fully be explained. Learning can be interpreted as a sustainable interaction product between development and life experience. IN a more complex meaning learning is essentially a conscious effort of a teacher to get the students learn (direct students' interaction with their learning source) in order to achieve the expected goal. From the meaning above it can be concluded that learning is a two-way interaction from a teacher and learner, in which between both parties a communication (transfer) takes place intensively and directed towards a previously determined target (Anthony Robbins dalam Trianto, 2009 ).
In the attempt of realizing good learning quality, there are 5 (five) interrelated and integrated components. The five components are as followed: (1) setting learning goal through planning the learning, (2) determining teaching materials (learning materials) (3) deciding an appropriate learning method, (4) the proper media usage, and (5) conducting evaluation and follow-up (assessment). In the course of learning in classroom generally lecturer is more focus on executing learning, starting from determining materials, deciding method and media usage. The utilization of the proper media is highly needed so that the materials presented come out more attractively.Learning media is one of learning components that plays an important role in learning and teaching activity.
Multimedia is a combination of more than one media in a form of communication. Nowadays multimedia refers to incorporation and integration of media such as text, animation, graphic, voice, and video into computer system. Multimedia as a computer system that consists of tools and contents that provide convenience in allowing picture, video, photography, graphic, and animation to be combined with voice, data text that is controlledwith computer program (Suwindra, et al, 2011) .
The utilization of media can make learning to be more productive by enhancing learning spirit, students gain experience by spending available time doing directed activities, so that learning result obtained gets better. Media usage has to have a compatibility between learning process activity and media capability characteristics. Thus, determining media and learning sources have to consider the following:
(1) media function in learning process, (2) instructional strategy, (3) learning content, (3) study group organization, (4) media procurement condition. These serves the purpose so that learning media benefit as a tool to smoothen interaction between lecturer and students can be realized effectively and efficiently (Rusman, 2010) .
Multimedia din this research is a learning video in Introductory Accounting 2 course. This learning video was developed utilizing adobe flash player version 11 program that is adjusted with learning goals in Accounting Introductory 2 that covers: (1) cash and cash equivalents, (2) receivables (3) inventory, (4) fixed assets, (5) current liabilities, (6) obligation liabilities, and (7) share capital and retained profit.
Soft Skills
Berthal in Sailah (2007) mentioned that soft skills are defined as "personal and interpersonal behaviors that develop and maximize human performance (e.g. coaching, team building, initiative, decision making, etc.). Soft skills do not includetechnical skills such as financial, computing and assembly skills".Soft skills are one's skills in connecting with others (including him/her). By that means, that soft skills attribute comprises values that peopleadopt, motivation, behavior, habit, character, and attitude. Soft skills or people skills can be divided into two parts, which are intrapersonal skills and interpersonal skills. Intrapersonal skills are the skill of a person in "managing" himself. Whereas interpersonal skills are the skill someone needs in relating with others. (Sailah, 2007) .
University students as millennial generation are expected to be young professionals that consistently offer distinctive things on each side. Viewing such competitive working world competition, it requires skills that do not merely touch hard skill (knowledge) but also soft skill. A number of soft skill attributes that are necessary in working world are as followed: (1) the ability to be responsive towards environment's need, (2) good cooperation ability, (3) the ability to communicate well with others, (4) creativity level, (5) working enthusiasm, (6) honesty, (7) discipline, and (8) high responsibility (Kusumastutiand friends 2013). In line with that according to Glints.com, there are 10 types of soft skills that are required to be possessed by a professional in order to succeed in conquering working world. Those ten soft skills are: (1) critical thinking, (2) good communication, (3) information access, analysis, and synthesis, (4) curiosity, creativity, and innovation, (5) leadership, (6) adaptive ability, (7) cooperation and collaboration, (8) public speaking, (9) time management, (10) networking.
In this research soft skill is developed in six aspects in class learning, which are:(1) the ability to communicate verbally, (2) participation, (3) initiative, (4) creativity, (5) honesty, and (6) willingness to learn. The ability to communicate verbally is student's skill in expressing his opinion. How a student is capable of conveying his concept and ideas in discussion process has to be endeavored consistently. In this case a lecturer's role is essential to provide stimuli so that each student is able and willing to express his opinion in front of class.Participation involves student's alacrity in class. It is still common to find in a class discussion that there are only a small number of active participants who are practically the same persons. This shows that class discussion does not run well, because it cannot involve the liveliness of all students in class. Initiative is an act to decide something right without being told ahead. Nowadays learning is mostly directing students into waiting for orders without allowing them to start first,whereas this initiative is highly needed these days to anticipate the current lifestyle changes. Creativity reveals how someone is capable of creating something new. In learning, creativity can be seen from how a student is able to perform tasks in ways that no other person uses.Honesty is an attitude shown by a person as it is. A lot of students only care about getting grades and put aside honesty values by for example cheating, copying tasks from online media not in a proper way, etc. The last is willingness to learn. Willingness to learn can be seen from how enthusiast a student is into learning something. This can be seen from their comprehension scores before attending classes. Those who are enthusiast will always learn first before the material is presented by the lecturer. This shows that they are always ready before receiving new comprehension and knowledge in class.
For that purpose the use of multimedia and stimuli provided by lecturer is expected to be able to escalate skills in communication, participation, initiative, honesty, and willingness to learn.
Hypothesis Development
Learning multimedia is a learning delivery system component that can be used to support learning process. Multimedia development is based on perception that learning will run better, more effectively and more fun if it is supported with learning media that is capable of attracting student's interest and attention (Purbo,OW,2002) . Multimedia is interpreted as a set of various different tools utilized for presentation; in this case multimedia is interpreted as media variety that is utilized for presenting learning materials. Mertasari (2010) found that the use of web module with incentive patterns in learning English subject could increase the ability in comprehending English. Sinarwati and Kertiasih (2015) found that the use of Finance Accounting E-Module could increase students' soft skill. Candiasa and friends, (2010) found that the implementation of hypertext module is able to overcome lecturer's limitation and practice resource limitation problems that have been the obstacles all this time. Meanwhile Candiasa and friends, (2011) stated that in general hypertext module with on-line evaluation that was developed with ADDIE model for Research Methodology subject was in a fairly good category.
Sujanem Rai and friends (2009) developed a web based interactive contextual physics module that was able to enhance High School Physics concept comprehension and learning result in Singaraja. Moreover, attractive display and sound facility attracted user to be interested in learning. Application program made could be utilized for computer organization subject material. Suarsana and Mahayukti (2012) conducted an E-Module development research that was oriented in problem solving to enhance critical thinking skill upon students.
Viewing from the previous research, they analyzed more on the impact of multimedia usage towards students' cognitive ability or their academic achievement. Considering nowadays one's success does not merely depend on academic achievement (hard skill) but also soft skill. Soft skill is one's skill to be able to empower his entire potential in him to achieve success. Thus, this research attempts to develop and implement multimedia to enhance soft skill among students. Based on that, the hypothesis submitted is as followed.
H1: Once controlled by pretest covariable, will there be any difference in soft skill between students who are presented learningmaterials through multimedia and students who are presented learning materialsthrough printed media?.
Method
Referring to the determined goal, this research is a quasi-experimental research. This is undertaken by the reason that not all variables (symptoms that appear) and experiment condition can be measured and controlled strictly (Dantes, 2012) . Experimental designed applied in this research is "pretest-posttest nonequivalent control group design".Research subjects are S1 Accounting Program students that take Introductory Accounting 2 course that are in their second semester. Students who are made into research subjects are as much as 2 (two) classes with equivalent academic capabilities. One class is treated as a control class and the other as experimental class. Control class is the class that is presented learning materials through conventional media (printed media), while experimental class is the class that is presented learning materials through multimedia. Both control and experimental classes are provided cooperative learning model.Cooperative learning is an approach of constructivism theory in learning. In constructivism, learning is a process in finding and transforming complex information, checking information within the available regulation and revising it if possible (Rusman, 2010) . Cooperative learning in this research is designed by forming groups of 3-4 persons.
In order to perform scoring against soft skill attributes, a lecturerobserves students' learning activity and performs scoring against soft skill attributes according to the previously designed rubric. There are a number of soft skills attributes being observed, which are: (1) verbal communication ability, (2) participation, (3) initiative, (4) creativity, (5) honesty, and(6) willingness to learn. Scoring verbal communication ability (1) and participation (2) is performed by observing students activeness in providing questions as well as responses given by either lecturer or fellow students during discussion in class.Scoring initiative (3), creativity (4), and honesty (5) is performed by giving out task or practice case. Honesty point can also be viewed from self-assessment rubric in teaching book that is mandatory to be filled by students after the end of each chapter. At the end of each material, students are directed to perform self-assessment (reflection). This can be executed by giving out a "yes" or "no" appraisal questionnaire at each sub material (indicator) that has to be achieved in that chapter by also mentioning reasons or which points that have not yet been comprehended.At this point students' honesty is viewed from their ability in communicating which points that have been or have not been mastered. Willingness to learn (6) point is scored through a quiz before starting a new chapter, and the quiz result is scored based on the rubric.
Variables in this research cover independent variables which are multimedia utilization and dependent variables which are students' soft skill. Students' soft skill data is obtained from assessment based on soft skill assessment rubric with the score range from 5 to 30 points. Soft skill data is analyzed using descriptive statistic and inferential statistic (analysis of covariant/ANCOVA)with the pre-test score as the controlling variable (covariable). Descriptive statistical analysis is used to get mean and deviation standard, while inferential statistic is used to test hypothesis whether there is a significant difference in mean between students presented learning materials through multimedia and those through printed media.All statistic tests utilize SPSS 20 for Windowscomputer program with a significance rate of 5%.
Results and Discussion
The result of data descriptive statistic that shows mean and standard deviation values on both pretest and post-test scores is presented in the following Table 1 . 1 showed that the number of respondents (N) was 66 persons that were divided into two groups. The first group was in the amount of 33 students in their second semester from class G that was the control class who attended learning using learning media in the form of conventional module (printed), whereas the second group was students in their second semester from class F that was the treatment class who attended learning using multimedia as the learning media.
Soft skill pre-test average of control class was 23.03 and average post-test was 23.97, so there was an increase of 0.94.In the experimental class the average soft skill pre-test was 21.78 and post-test average was 24.49, so there was an increase of 2.71. Based on that data we can see that experimental class average had better soft skill increase than control class. This can also be viewed from the average of experimental class post-test that was better than control class. The next step was to perform testing inferentially against the effect of multimedia implementation towards accountingstudents' soft skill improvement. This testing was conducted utilizing ANCOVA technique which had been previously performed classic assumption test in the form of normality and homogeneity testing. Normality testing was conducted using Kolmogorov-Smirnov. Testing result showed significance value (sig.) of 0.200 > 0.05, then it can be stated that normality testing was fulfilled so the next testing could be continued. The next was variants homogeneity testing using Levene's test. Based on the testing it was found out that significance value was (0.002) <α (0.05), then it could be stated that homogeneity test was not fulfilled which meant that each compared group had different variants.In (Gozali, 2005) homogeneity testing using levene test could be broken with the assumption that the analysis was still robust and the group had the same sample size. Based on that opinion, ancova analysis could be proceeded.
Analysis Of Covariance (Ancova)to test hypothesis which stated that there was significant difference in soft skills score between a group of students that attended learning utilizing multimedia with a group of students that attended learning utilizing printed media. The result of Ancova analysis is presented in Table 2 . The result of SPSS processing provided F valuecalculation in the amount of 6.952 for intercept and significant at 0.05, and so as learning media variable with F value of 5.400 and significant at 0.05.Learning media significance value was 0.023 implied that there was a significant difference between soft skills score between students who attended learning utilizing learning media in the form of multimedia and students who attended learning utilizing learning media in the form of conventional module (printed). Aside from that, z value (pre-test score) showed sig. value < 0.05, which means that pre-test score was capable of controlling the difference in students' soft skill. The amount of adjusted R square value of 0.470 implied that soft skills variability could be explained by learning variability as much as 47.0%.
Descriptive analysis result against soft skills average (mean) between control group and experimental group showed that experimental group average that performed learning with multimedia held the value of 24.49, which was higher than the average control group that performed learning with conventional media (printed) with the average of 23.97.
Ancova testing result showed that there was a significant difference in soft skills between experimental group that performed learning with multimedia compared to control group that performed learning with conventional media (printed).
Test of between-subjects effectresulted F statistic value of 5.400 with a significance of 0.023. This significance number is smaller than significant level of 0.05. Statistically this research result showed that there was a significant difference in soft skills between experimental group that performed learning with conventional media (printed) compared to control group that performed learning withmultimedia.
Discussion
Based on descriptive analysis result and ancova analysis then it could be justified that multimedia gave a better influence upon students' soft skills compared to conventional module (printed). A number of reasons could be used as justification base that multimedia is better in improving soft skills compared to conventional module (printed) which are as followed. Firstly, the utilization of internet in learning at least provides three positive impactswhich are students can easily attend any subject anywhere, students can conveniently learn from the experts in their interested field, and class can easily be conducted without relying on university where the student studies (Purbo, 2008) . Secondly, soft skillis one's skill in relating with others (including him/her). Therefore, soft skill attributes cover adopted values, motivation, behavior, habit, character, and attitude (Sailah, 2007) . Learning with multimedia can enhance student's positive attitude. Thirdly, online learning environment allows students to explore information from various sources fast and easily. This will encourage initiative and increase students' creativity. Creativity from cognitive side is the ability to think that has smoothness, flexibility, authenticity, and details. As from the affective side, creativity is marked with strong motivation, curiosity, interested in multiple tasks, dare to take risks and is not easily discouraged. Creative works are marked with originality and having values. Creativity as one of soft skills indicators in this research is measured by giving tasks that makes students imagine as company owners that purchase and manage assets carefully. This research result is in line with Mertasari's findings (2010) which stated that the utilization of web module and learning with media would guarantee students' control, flexibility, context free and relatively social convention free. Fourthly, online discussion forum encourages all students to express their opinion so that they are trained to respond or criticize their peers' opinions that dissent from their understanding.This is in line with the findings of Suarsana and Mahayukti (2012) which stated that the use of e-module offered the opportunity to ask and respond widely and largely open in online discussion forum so that it encourages the formation of learning community. Based on that discussion, then multimedia assisted learningcan be referred as alternative learning facility to optimize accounting learning, especially accounting aside from finance accounting as an attempt to improve students' soft skills.
Conclusions and Suggestions
A number of items that can be concluded from this research are among others as followed. First, accounting introductory 2 multimedia that had been implemented in learning was proven to be effective in improving students' soft skills. This can be seen from significant difference in the soft skills score of students who attended class equipped with multimedia compared to the one using conventional/printed module.
Based on the findings above, a number of advices recommended are as followed: (1) institution is advised to keep striving in developing learning media that is capable of improving not only students' hard skill but also soft skill, (2) the next researchers who are interested in performing researches on the impact of multimedia utilization upon students' soft skills can use other soft skill attributes that were not examined in this research, (3) lecturer and custodian's roles are still highly needed to mediate students into multimedia usage. Media utilization will be effective if lecture's role as a facilitator is capable of providing feedback towards students' learning result.
